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Romnor, also known as Ronmor, is a legendary 
kingdom that, according to various sources— 
including , merpeople, _ sylphs, 
the people of the ni Archipelago, and the 
legend of Saint. nam-—is said to exist beneath 
the surface of , within the theorized 
sublayer of . Other mythical locations, 
such as Lyonesse, Leng, Hubur, Bulotu, and 
Agartha, are also believed to reside within this 


sublayer. 
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Etymology 


The true name of Romnor, if it exists, remains uncertain. The name "Romnor" or "Ronmor" is 
derived from the Onginnan words Ron (meaning "run") and Mor (meaning "sea"), translating to 
"The Running Sea." However, it is speculated that this is a corrupted version of the name 
Ronmoré, which might originate from the older Middle Dwarvish term Ron Mor Ennert, meaning 
"The Running Sea Below." Legends of Romnor often refer to an underground sea, with the 


underground coast of this sea thought to be the location of the mythical kingdom. 


Inhabitants A 


According to Gubakunian legends, Romnor (referred to by them as Qe’ee warra 
bilisoomsitootaa, meaning "The Home of the Liberators") is inhabited by a race of intelligent, 
jellyfish-like beings known to them as the geyyisaa. These beings are described as highly alien 
in form and function, even compared to other races that inhabit the Great Sea. Their gelatinous 
bodies are said to be bioluminescent, playing a critical role in their unique form of 


communication. 


The geyyisaa are not the sole inhabitants of Romnor. Various minority populations, including 
sylphs, svergs, buccas, boggarts, and Magma Trolls, are believed to coexist in the kingdom. 
While their roles within Romnor’'s society remain largely unknown, there is speculation about 


mutual cooperation and cohabitation between the geyyisaa and these other races. 


Culture o 


Little is known about Romnor's culture due to the kingdom's legendary status and the absence 
of firsthand accounts. Most of what is speculated about its culture comes from secondhand 
sources, primarily buccas, who passed their knowledge to dwarves, and then dwarves 
eventually to human scholars. According to these accounts, Romnor’s culture is a composite of 
several surface-world cultures—Dwarven, Nordling, and Nilfgaardian—badly interpreted. How 
they obtain information about the surface is theorized to be through the buccas themselves. 
However, buccas, with their limited understanding of human and non-human societies, may 
have misinterpreted key cultural elements, particularly those of the Nordlings, with whom they 
often clashed. This misunderstanding likely led to a culture that is both similar to, yet distinct 


from, the surface-world societies that inspired it. 


Anotable element of Romnor’s culture, as described in these legends, is its political system, 
which appears to be a misinterpreted version of Nordling feudalism. In contrast to the Nordling 
system, which is based on reciprocal obligations between lords and vassals tied to land grants 
and military service, Romnor’s system reportedly resembles the socialist economy of the 
dwarves of Mahakam, but fused with monarchic governance. In this system, the noble class 
controls the means of production, similar to the bourgeoisie in a capitalist society. However, the 
economy is planned, and the nobility provides protection, healthcare, and other benefits in 
exchange for labor and goods produced by their subjects. This economy is supposedly 


managed by democratic guilds, though ultimate authority rests with the nobles. 


This system differs from the Clan Council of the dwarves, who employ an elective form of 
governance. In contrast, Romnor’s government is believed to be more akin to an absolute 
monarchy, where nobles hold significant control but are expected to provide for the welfare of 
the general population. This suggests that Romnor’s society, though feudal in structure, places 
greater emphasis on collective welfare and state oversight, blurring the lines between 


monarchy and socialism. 


Language 6 A 


The language spoken by Romnor’s inhabitants remains unknown, as there are no direct records 
of its structure or use. However, various legends suggest that the language may be derived 
from the Sea Dialect of Elder Speech, commonly spoken by merpeople, nereids, and other 
aquatic beings. This dialect is characterized by a melodic, sung quality, which facilitates 


communication underwater. 


Romnor'’s version of this dialect is thought to be more complex, incorporating bioluminescent 
signals emitted by the geyyisaa. These visual cues are believed to add an additional layer of 
meaning, essential for communication among the Geyyisaa. It is unclear how non-geyyisaa 
races, such as buccas and Magma Trolls, communicate within Romnor. It is speculated that 
either the geyyisaa developed alternative methods for communicating with non-geyyisaa 


inhabitants, or these other races have adapted to the Geyyisaa’s bioluminescent system. 


Religion 6 


The religious beliefs of Romnor revolve around the worship of a sea goddess named Auh'raore. 
Some sources suggest this deity may have originally been a Sea Witch who was later deified, a 
theory supported by the similarity of the name Auh'raore to that of Aramine, a Sea Witch 
credited in the legend of the White Wolf, Geralt of Rivia, with giving legs to the mermaid 


Sh'eenaz. 


The worship of Auh'raore is said to resemble certain surface-world religions, particularly the 
cults of Melitele and Sedna. However, unlike the henotheistic practices of the Nordlings, 
Romnor’s religion is believed to be monotheistic, venerating Auh'raore as the sole divine figure. 
This suggests a more centralized religious structure in Romnor, possibly reflecting the 


kingdom's absolute monarchy and its focus on collective unity under divine leadership. 


National Emblems o6 a 


The supposed coat of arms of Ronmor is composed of alternating light blue and purple squares 
arranged in a checkered pattern. The light blue is said to represent the kingdom's connection to 
the vast underground sea upon which Ronmor is built. This color also evokes the 
bioluminescent glow of the geyyisaa, the kingdom's dominant race, whose light-based 


communication is central to their identity. 


The purple is symbolic of Ronmor's noble class and the monarchy that governs the realm. It 


reflects the divine nature of their leadership, believed to descend from Auh'raore. 


The checkered pattern itself represents the balance and unity within Ronmor. It reflects the 
structured yet collective society, where noble authority is intertwined with the guilds and a 
planned economy, blending elements of feudalism and socialism. The alternating squares 
symbolize the interplay between the noble rulers and the diverse populations they govern, 
including the sylphs, svergs, buccas, and Magma Trolls, who coexist alongside the geyyisaa in 


Ronmor's subterranean society. 


History o A 


As a legendary realm, the history of Romnor is difficult to reconstruct due to numerous and 


often contradictory accounts. Scholars have attempted to piece together a possible timeline by 
organizing various sources and legends while eliminating elements that directly conflict with 


one another. 


Origins 6 
According to dwarven and Gubakunian sources, the geyyisaa are considered one of the oldest 
races on Natalam, second only to the merpeople. A popular theory, tied to the race wars 


between the Nordlings and merpeople, posits that the Geyyisaa were created as biological 


weapons. Similar beings are mentioned in Nordling folklore, where they are often depicted as 


powerful, otherworldly entities. However, this theory is contradicted by Gubakunian legends, 
which are older than the Nordling tales and date back to before the Nordlings arrived in the 


Northern Kingdoms in the 760s. 


In these legends, the Gubakunians were enslaved by a race of fish-like beings called the 
qurmoota in the Far South of the Old Continent. The geyyisaa are portrayed as liberators who 
fought the qurmoota, freeing the Gubakunians and leading them to the islands they now 
inhabit. Given the physical similarities between the qurmoota and the vodyanoi, many scholars 
believe that the qurmoota were a faction of the vodyanoi, further supporting the theory that 


the geyyisaa were created to combat the fish-like race. 


A more widely accepted theory suggests that they were later deployed against the Nordlings. 
This theory aligns with both Gubakunian legends and Nordling folklore, as well as the reported 
respect the vodyanoi hold for the merpeople. It is believed that the geyyisaa were developed 
specifically to fight the vodyanoi in ancient conflicts for the supremacy of the underwater 
world. However, the exact circumstances of their creation remain unclear. When Nordlings and 
merpeople clashed due to the overexploitation of sea resources and contamination, they were 
used against them. Some scholars even suggest that they were created by the Sea Witch, who 


later has been theorized to have become the deity Auh'raore. 


First Centuries 6 


Little is known about this period of Romnor’s history, as contact between surface races and the 
geyyisaa would have been limited, if not nonexistent. According to dwarven legends, the 
earliest known interactions with Romnor likely occurred during this time, when dwarven miners 
possibly encountered geyyisaa explorers or tunneler crafters curious about their subterranean 


world, eventually almost reaching the surface. 


What little can be conjectured suggests that by the time the Nordlings arrived in the northern 
part of the Old Continent, the Geyyisaa possessed a level of technology and culture comparable 
to that of races such as goblins or trolls in the later 13th century. That is, at the very least, 


primitive, if not highly primitive—likely similar to the first human Neolithic societies. 


If we follow merpeople legends that were compiled and the theories crafted by scholars, as 
already mentioned, they were created as weapons. However, at some point, this relationship 
quickly soured, as the Sea Witch began to see the geyyisaa not as weapons, but as her children. 
Refusing to let them be used as mere tools of war anymore, the Sea Witch took the Geyyisaa 
into hiding, bringing them to an underwater cave that led deep into the theorized sublayer of 


Thios Aine, with part of this hidden world eventually becoming the foundation of Romnor. 


Upon entering Thios Aine, the geyyisaa are believed to have settled near a vast underground 
sea, with the Sea Witch guiding their early development. Legends suggest that the Sea Witch 
provided them with knowledge and resources that allowed them to survive in this subterranean 
environment. The geyyisaa's unique physiology, including their bioluminescent bodies, may 
have evolved in this period to adapt to the darkness of this hidden world. Their ability to 
communicate through light signals, combined with the Sea Dialect of Elder Speech that they 


knew from their creator, might have developed as their own language, due to a necessity in the 


lightless depths of Thios Aine. 


During these early centuries, Romnor likely began as a collection of small, scattered 
settlements along the underground sea’s coast. Meanwhile, other races, such as svergs, 
buccas, and sylphs, may have started arriving in Romnor during this period but it is unclear. 
Their migration could have been driven by many reasons, all of them unknown, with the only 
one certain being, at least for buccas and sylphs, conflicts with humans and dwarves. These 
races likely settled on the fringes of Romnor, forming alliances or at least coexisting with the 


geyyisaa, and probably later joined either through peaceful assimilation or violent conquest. 


The Sea Witch's eventual departure or death and later possible deification appears to have been 
a turning point in Romnor’s early history. Her absence left the geyyisaa to govern themselves, 
forcing them to develop new political and social systems. Legends imply that this led to the 
formation of a monarchic structure, with the early rulers of Romnor establishing themselves as 
both spiritual and political leaders, successors of this possibly deified Sea Witch. This fusion of 
religious and royal authority likely played a significant role in shaping Romnor’s future 
governance, where monarchy and divine leadership were intertwined. Eventually adopting the 
misinterpreted version of Nordling feudalism, thanks to the other races. As, as mentioned 
before, the buccas, who frequently interacted with surface-world civilizations, likely carried 
distorted versions of surface customs and traditions back to Romnor, as well as objects and 
technology. This gradual introduction of external influences, filtered through 
misunderstandings, could explain the supposed composite nature of Romnor’s culture, which 


appears similar to, yet distinct from, those of the surface. 


10th - 14th Century 6 


According to dwarven folklore, at least two of these four centuries were a period of relative 
peace, prosperity, progress, and expansion for Romnor. Some believe that the previously 
mentioned absorption of other races into the Romnorit state may have occurred during this 
period. It is said that this era was brought about because Romnor had surpassed other 
theorized underground civilizations technologically, maintaining its position as the leading 
subterranean power for two centuries. All this information stems from the fact that none of the 
dwarves remember how they managed to domesticate such dangerous monsters as the 
shaelmaars to excavate tunnels or the technology to create tunnelers, with folklore being the 
only source, indicating that they had apparently acquired specimens from the inhabitants of 
Romnor in a trade, which were later bred for use in mining. The same is believed to have 


happened with the tunneler technology. 


However, starting in the 12th century, things would change according to the dwarven sources. 
It seems that Romnor stagnated, giving other underground civilizations time to catch up, 
equalize, and eventually challenge Romnor’s supremacy in Thios Aine. This resulted in a period 
of decline, causing Romnor to retreat to what was once its original territory. This period would 
end in a renaissance during the events that are said to have taken place in the 14th century, 


where the legend of Saint Putnam comes into play to explain it. 


According to apocryphal accounts from one of the fathers of the School of the Crane, 
sometime between 1353, after the death of his fourth wife Enya, and 1358, Pitch, while passing 
through the Blue Mountains—specifically near the elven fortress of Gwendeith—heard about a 
mysterious series of disappearances in the home of the free elves and volunteered to 
investigate, thinking he had found work and therefore a monster to slay. However, this contract 
led him to discover that the missing people hadn't been killed by a monster or abducted, but 


had disappeared into the depths of the earth by some mysterious unknown force. 


After this discovery, it is said that Pitch gathered a group to travel into the depths of the earth, 
as it was too dangerous to do so alone. This supposedly led to the first expedition into Thios 
Aine. He was joined by his friend Charz, whom he had reunited with in the Blue Mountains, and 
an extensive group consisting of the Vran warrior Erdam, the druid succubus Imir, a neufra 
known as Enert, a bard of unspecified race simply nicknamed Dancer, a werewolf named Duran, 
another vran besides Erdam, several elves (including the elf Vis‘’enya, who would become the 
expedition leader), and more. They descended for months into the depths of the world in search 
of the missing people. How this group came together, or how they recruited a neufra, remains 
unknown. However, it is said that Pitch discovered that the disappearances affected not only 
the elves but also members of other races living in the various reserves of the Blue Mountains, 


all sharing a similar pattern. 


During this period, it is said that Pitch met the then-king of Romnor, Hem'riks, who had escaped 
from the mythical city of Leng after being kidnapped by its leaders to be used as leverage for a 
peaceful annexation of Romnor. He had gotten lost on his way back home and encountered the 
expedition group, joining them. Together, they discovered that the disappearances were caused 
by an underground race called trows, who came from the city-state of Leng and had been 
kidnapping people for use as slaves, as well to breed them and then, used both them and their 
children in various experiments to create their own army with which to invade the surface. The 
attempt to annex Romnor followed a similar path, except that the trows had opted for 
kidnapping and extortion rather than conquest to avoid wasting resources as they would need 


a lot of them for their conquest of the surface. 


This forced the group to change their objectives, as it was no longer just about rescuing the 
missing people but about stopping a potential invasion. With this in mind, the group split into 
two: one would infiltrate Leng to provoke a slave revolt, and the other would march with 
Hem'riks to his kingdom to convince his army to launch an attack against Leng and put an end 
to their plans. Pitch, Charz, and Hem'riks were part of the second group. Together, this group 
traversed much of Thios Aine and reached Romnor, marking supposedly the first time surface 
dwellers visited the kingdom and the end of Romnor's two-century-long decline. The more 
direct contact with surface people, coupled with the fact that Pitch, Charz, and company had 
supposedly saved their king, would lead Romnor to reestablish itself as a formidable power 


within Thios Aine. 


With the aid of their new surface allies, they mobilized their forces and initiated an assault on 


Leng. The successful conquest of the city—thanks to an inundation provoked by Romnorit 


forces and more specifically their Fuiku'mus (a hybrid between a priest, a shaman and a mage) 


—along with the slave revolt incited by the other half of the group, led to the downfall of the 


trow regime. This victory, attributed in part to the heroes from the surface, allowed Romnor to 
secure, as well expand its territory again (with Leng as a protectorate) and further strengthen 
its influence in the region, starting Ronmor's renaissance. After this, it is said that both Pitch 
and Charz were named knights (in the distorted Romnorit interpretation of the title), and 
together with the entire group and some of the missing people (as some died in the revolt and 


others in the city’s flood), they returned to the surface in shorter but still long journey back. 


Trivia 6 A 
e Ronmor was part of a The Witcher TTRPG campaign held in the summer of 2024, focused 


on the underground of The Witcher World, in which Witcher190 participated. 


Categories 


Community content is available under CC-BY-SA unless otherwise noted. 


3 days ago 4 days ago 


School of the Lynx 


Female Witchers 


Jasha Republic 


Bone Fey 


School of the Wolf 


EXPLORE PROPERTIES 


FOLLOW US 


f ¥ @ QC in 


OVERVIEW 


COMMUNITY 


ADVERTISE 


FANDOM APPS 


Take your favorite fandoms with you and never miss a beat. 


The Witcher Fanon Wikia is a FANDOM Games Community. 


